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1 . INTRODUCTION 

The Scenario Builder requires a new version of Warlords II to function properly, 
and existing Warlords II games will need to be updated to fully utilise the new 
scenarios created by the Scenario Builder. 

The installation procedure for the Scenario Builder will update existing 
Warlords II versions to the correct version. 

The Warlords II Scenario Builder will create or edit scenarios for Warlords II. 
Virtually all aspects of a scenario can be edited. 

Ownership of Warlords II is required to use the Scenario Builder. 

Scenarios created with the Scenario Builder may be distributed without restric- 
tion, so long as this distribution is on a non-commercial basis. 

2. GETTING STARTED 

(a). Hard Disk Installation 

The Scenario Builder must be installed into a directory containing an existing 
version of Warlords II to work properly. To install, place Disk 1 in drive A: 
and type: 

A: [ENTER] 

INSTALL [ENTER] 

The install program will ask for the drive and path of your WARLORD2 
directory. If the location you specify does not contain Warlords II, the installa- 
tion will terminate. 

If a version of Warlords II older than that required to run the Scenario Builder is 
located, the installation program will detect this fact. It will then ask if you 
wish to proceed by updating Warlords II. If you agree, which you must do to 
use any new scenarios you create, the Warlords II files will be updated. 

NOTE. Updating the Warlords II files means that any old save game files 
will no longer be valid, and the update process will delete such save game 
files. 

Once the correct version of Warlords II is installed, the Scenario Builder will be 
installed. 


(b). Starting Up 
To start the Scenario Builder type: 

CD WARLORD2 [ENTER] 

WARSCEN [ENTER] 

NOTE. The startup procedure to the Scenario Builder uses a new program- 
ming method that was not part of the original Warlords II. If you experi- 
ence any problems at all on startup, you can just skip the startup 
procedure and go straight to the Scenario Builder by typing: 

CD WARLORD2 [ENTER] 

WARSCEN 1 [ENTER] 

If you do experience any startup problems, please contact SSG technical 
support at the addresses shown at the end of this manual. 

3. AN OVERVIEW 

The Warlords II Scenario Builder will allow you to do the following things. 
Create new scenario maps. 

Edit existing maps. 

Place, name and assign production to cities. 

Place and name ruins and temples. 

Place and edit signposts. 

Place roads and ports. 

Edit all army characteristics, including army graphics, names, combat 
strengths and bonuses, movement points and move bonuses, and build 
costs. 

New army sets can be created as separate entities for use in scenarios. 
Edit city graphics and create city sets. 

Edit hero names. 

Choose shield sets. 
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The map builder contains special routines which automatically smooth the 
transitions between terrain types, allowing the user to easily create profes- 
sional looking maps. A special import routine will allow users to create a 
strategic map in a paint program, and have that automatically translated into 
a complete tactical map, ready to use. You may also create a tactical map from 
within the editor, and have that transformed into a complete tactical map. 

The updated Warlords II will also be able to create random maps from any new 
terrain sets introduced with the Scenario Builder and to use any new army and 
shield sets in those random maps. 

SPECIAL NOTE (Changes to Warlords ID 

We have taken this opportunity to change a few things in the Warlords II 
game. The ability to raze a city can now be set in the Edit Options screen. 

Raze Anytime is exactly the same as in the original game, where the 
owner of a city can raze it when it is captured, or at any time thereafter. 

On Capture restricts razing to the dialog box that appears when a city is 
captured. If it is not razed, it cannot subsequently be razed by the current 
owner. 

Not Allowed means that razing is never allowed. Quests are adjusted 
when this option is chosen, so that they no longer require players to raze 
a city to fulfil a quest. 

Random Maps now offer a number of options. Depending on the sce- 
narios installed, players will be able to choose a terrain type other than 
Grassland. They will also be able to choose between Army, City and 
Shield sets for their random games. 

4. THE COMMANDMENTS 

Thou shalt read and follow faithfully all of these commandments, or thy 
worlds will not be good and joyous creations, nor will they be much good for 
fighting over. 

Thou shalt be totally sure that thou hast finished altering coastlines, placing 
roads and the like before beginning to add other detail to thy creation, as all 
detail will be lost when the map is smoothed. 
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Thou shalt save thy work early and often, for thou hast been given great 
control over thy world, and there are dark powers that may snatch it away in 
an instant. 

Thou shalt closely examine thy map to see if extra ports needst be added, in 
order that the maritime life of thy world shall run smoothly. Forget not that 
ports automatically exist at coastal cities and bridges. 

Thou shalt always ensure that all cities on the map can be reached either on foot 
or on water. If a city is so placed that it be surrounded in its entirety by 
mountains, such that only flying creatures can journey there, the minions of 
the mighty computer will be sorely confused and their battle strategies thrown 
into veritable chaos. 

Thou art prohibited from placing Cities too close to the edge of the map, and 
thou willst find that thy efforts so to do willst avail thee nought. 

Thou shalt not create armies that cost more than 16 GPs to make, else the 
inhuman intelligences inside the devilish machine before thee be reduced to 
a most wretched and pitiable state of bankruptcy in their efforts to afford such 
expensive armies. 

Thou shalt always create thine armies in order of increasing strength. If thou 
dost not, thy world shallst surely go awry in many and divers ways, and will 
not be looked upon with favour. 

Though shalt always make the first army in an army set to be weak and feeble, 
for this army always defends neutral cities in games for Beginner players. 
Making this army powerful will cause a wailing and a lamentation amongst 
Beginner players, who should be encouraged in their endeavours and not 
slaughtered before they are ripe. 

Thou shalt not create armies with a movement factor of less than 12, else again 
the denizens which haunt the dread device will be grievously misled. Thou 
shalt also ensure that the armies which make up the bulk of thy creation are 
reasonably fleet of foot or of wing (but not fat of belly or ugly of visage) or fleet 
of their divers other methods of moving over the face of the earth. 

Thou shalt always use the anointed PACKSCEN, ADDSCEN and DELSCEN 
commands to work thy will upon scenarios. Thou shalt never use the evil 
commands of DOS, which are an abomination. 
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Thou shalt always create at least one army to be a Temple Ally, and this army 
shall always have the power of flight, else all thy quests shall be for nought. The 
armies that though createst as Temple Allies or Allies can only have the 
bonuses that are listed hereafter. 

GROUP +1, GROUP + 2, or GROUP +3 
GROUP +1 AND CANCEL HERO 
GROUP +1 AND CANCEL NON HERO 
If thou makest an army with different characteristics, and then choose to make 
it an Ally or Temple Ally, its bonus will automatically be reset to GROUP +1, 
thereby confounding thee. So it is pointless to try to evade these strictures. 

Ponder deeply upon the wisdom of these sacred words for wilful failure to 
abide by their teachings will cause thee great grief and wasted time beyond 
measure. 

5. A TUTORIAL 

Here endeth our sickening efforts at 'Olde English'. 

This simple tutorial will take you through the principals of building a new 
Warlords II scenario. 

(a) . Creating a Map from Scratch 

When the editor starts up, the display looks much like the one in Warlords II, 
except that the Playing Map and the Overview Map are blank. Our first tutorial 
exercise will be to create the tiny but perfectly formed Island of Stamp. 

(b) . Creating the Island 

First move the cursor on the Overview Map to roughly the middle of the map 
and click once to center the Playing Map. The white outline cursor on the 
Overview Map will move, but as the world is still composed of primordial 
ocean, nothing else on the screen will change. 

The terrain icons which we will use are displayed where the Action Palette 
used to be. Click on the Plains terrain icon, which is the leftmost icon of the 
terrain palette. 
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Figl 


Now move to the Playing Map and paint Plains tiles, seven across and seven 
down, on the map. Start in the top left hand corner, but be sure to leave a border 
of water tiles all the way around the edge of your terrain. 

You can click on the map or hold down the mouse key and move over the map 
surface. If you go too far, just click on the Water tile and paint over the 
offending tiles. You don't have to be too exact; just make sure that whatever 
you create doesn't end up going off the screen. 

You should end up with a very sharp edged square of plains terrain, which 
doesn't look very much like a real island. In fact, it should look like fig 1 . This 
is where the power of the creation routines come into play. Choose Smooth 
Screen from the Map menu. Coastline hexes will magically appear. 

If your square was slightly lumpy to start with, the coastlines will also be 
lumpy. If you created a precise square, it's time to crumple things up a bit. Use 
the Water icon to make a few indentations in the coast. Once again, these will 
just be plonked down as sharp edged terrain tiles. The screen will now look 
something like fig 2. When you've crumpled the coast a bit, choose Smooth 
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Fig 2 

Screen from the Map menu again. Once again, the changes are incorporated 
into a smooth looking map, now with a bit of character. Fig 3 illustrates. 
Sometimes, the smoothing routines might decide that a watery indentation in 
the coastline deserves a swamp tile rather than shifting the coastline in. If that 
happens, just paint over it with Plains tiles if you re unhappy with the 
program's decision. 


(c). Saving a Scenario 

Before we get too carried away, we should set up a new scenario for our 
creation. 

Choose Save As from the File menu. 

In the File Name box, type STAMP. 

As you work through the tutorial, you should periodically save your work. 
Choose Save from the File menu and hit the OK button to save. A warning 
dialog will appear saying that not all sides have capitals. Click on this warning 
to make it go away. We will assign capitals later. 
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Fig 3 


(d) . Button Info 

If you're not sure what a particular button does, click on the button with the 
right mouse button. A little dialog will pop up with information about the 
button. 

(e) . Creating the Interior 

So far our island is composed completely of Plains terrain. The island is rather 
too small for any complex terrain in the interior but we can do something to 
show how terrain is added. 

Click on the Mountains terrain icon and create a small spine of mountains that 
fills the middle of the island. Run them from the north-west to the south-east. 
Then choose Smooth Screen (or hit the s key) to smooth them out. You will 
notice that the tiles on the edge of the mountain range have automatically been 
chosen to fit well with the surrounding Plains, and that the routines may also 
have sprinkled a few snow capped peaks around. They may also have added 
a few Hills tiles as well. 
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Fig 4 


(f). Creating Detail 

Our island is not complete without some cities. Click on the city button, and 
then click on the map to place them. Following tradition, place one city to the 
north of the mountains and the other to the south. Cities must be on Plains 
terrain so the map will be adjusted if necessary. Your map will now look 
something like fig 4. 

Naturally, we will wish to connect our two cities. Click on the road button and 
create a road between your two cities. As the road tiles are placed on the map, 
they look a bit untidy with each tile looking like a crossroad. As soon as your 
road is finished, smooth the map, and the road will be pruned for you. 

Now we can create some details about our city. Click on the Edit Features 
button, and then move the cursor over one of the cities. The cursor will change 
shape into the familiar city icon from Warlords II. Click on one of the cities. The 
Edit City dialog will appear. First, enter a name for your city. Don't be shy, 
name it after yourself. 
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Next, using the arrow button, you can set the amount of income that the city 
will earn each turn. 

Then choose the armies that the city will produce. You can click on up to four 
armies. Underneath the armies, there are three lines for a city description. 
Enter something imaginative. When you are finished, hit the Done button. 
Enter similar details for the other city and hit Done again. 

(g) . The Overview Map 

You may have noticed that in spite of adding more and more detail to our 
island on the Playing Map, nothing has appeared on the Overview Map. The 
Overview Map does not update until we tell it to. Choose Remap from the Map 
menu and the Overview Map will be created. 

(h) . Scenario Details 

Now that we have a map, it's time to attend to some details about our scenario. 
Choose Scenario from the Command menu. The file name will already be 
listed as STAMP. Enter a description if you like. 

Now choose Sides from the Command menu. There is really only room for two 
sides on this island so click off the six sides that you don't want. You should 
be left with two sides with check boxes on. You can also adjust the amount of 
money you want each side to start with. The side name can be edited by 
clicking on it and typing a new name. Naturally, you will want to name one 
side after yourself. 

Once the sides have been weeded out, you can nominate Capitals. Choose 
Capitals from the Command menu. A dialog will display a copy of the 
Overview Map, and the sides that are left in the game. Clicking on a city will 
make that city the capital of the check-marked side. Click on the other side's 
box and then click on the other city to create the second capital. 

NOTE. All sides actually playing in a scenario must have a capital 
allocated for the scenario to work properly. It's also probably a good idea 
to save your work now, and to continue to do so at regular intervals. 

(i) . Editing Features 

Now that our little island is looking more complete, it's time to create ruins, 
temples and the like. First click on the Ruin button and place two ruins on the 
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map. Then click on the Edit Features button, and move the cursor over one of 
the ruins. The cursor will change into the ruin shape. 

Click on the ruin and a dialog will appear letting you name and describe the 
ruins. You will notice that you can nominate a site as being either a Ruin or 
Temple by clicking on the buttons in the dialog. Leave the first site as a Ruin. 
When you've finished entering the details, hit the Done button and move the 
cursor over the other site. The Random button will supply a random but 
sensible description, and is often very useful when you are starting your 
scenario. Random buttons also work in City and Sign dialogs, where they are 
equally useful. 

Click on the second site, and click on the temple button. Enter the details and 
hit the Done button. The map will still show the Ruin picture but the correct 
Temple picture will show up in the game. Choose Smooth Screen from the 
Map menu now. Fig 5 illustrates the screen at this point. 


15 



Fig 6 


(j) . Finishing Off 

It is an article of faith amongst creators of fantasy worlds that no mountain 
range is complete without an active volcano. Click on the Mountain tile and 
then click on the More Detail button. The terrain buttons are replaced by a 
display which shows each mountain tile full size. 

Use the arrow keys to scroll through all the mountain tiles until you find the 
volcano tile. Click on the Overview Map to place your active volcano in the 
mountain range. Then click on the Less Detail button to return to the normal 
display. Fig 6 shows the final map, with two volcanoes added, just to show off. 

We have left this till last because any detail that you add, like volcanoes, is lost 
when the smooth map routine is used. For that reason, it is imperative that all 
detail touches be left to the absolute last or they will be lost. 

(k) . Editing Armies 

SSG has received a lot complaints from various scouts and scouting organisa- 
tions. One lot said that we had got the uniform completely wrong and 


16 







complained that hand to hand combat was not an officially recognised 
scouting activity. 

The other group of complaints came from scouts who said that we had 
defamed the very notion of scouts. They thought of scouts as lean, hard bitten, 
supremely competent individuals, expert in tracking and all forms of indi- 
vidual warfare. Most referred us to the portrayal of the Rangers of Middle 
Earth and intimated that their veins also flowed with the blood of Kings. 

They paint a vivid contrast between this form of scout and the pathetic easy 
beats portrayed in Warlords II. They also requested a name change to avoid 
confusion with what they described as a bunch of bare-kneed mummy's boys 
in shorts. 

With the Scenario Builder, all this can be done. First choose Create Army Set 
from the Army menu. Give this set a new name, such as 'Stamp', and then 
choose Edit Army Set from the Army menu. You will see the Edit Armies 
dialog appear. This contains the data from the standard Warlords II army set 
but will now change. 

Click on the icon of the Scouts army at the bottom of the dialog if it isn't already 
selected. Now click in the Name field and change this to Rangers. Below the 
name field are a series of attributes and arrow buttons. Change Strength to 5, 
Move to 18, Time to 2, Cost to 8 and New to 300. (Tolkien implied that his 
Rangers worked for free, but our worlds are more realistic). 

Rangers are also inspirational leaders, so click on the Group button under 
Combat Bonus and give them a +1 bonus. Rangers provide an all terrain 
inspiration, so click on the All button to specify that the bonus applies in all 
terrain. Keep the Move Bonus as Wood /Hill to account for their reported long 
striding abilities. Fig 7 shows the army after it has been edited. 

Now that's a more impressive army! If you don't change the army icon, you 
could surprise a lot of people with it. 

When you've finished modifying the army, hit the OK button in the dialog, 
then choose Save Army Set from the Army menu. In order to use the newly 
created army set, it must be associated with the current scenario. Choose Use 
Army Set from the Army menu. A dialog listing the various Army Sets that 
have been defined will appear. Choose the Army Set you have just named. 
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Fig 7 


From now on, our STAMP scenario will use the new Stamp Army set with the 
beefed up Rangers. Y ou will notice that the bottom of the screen will list the fact 
that the STAMP scenario uses this new army set. 

(1). Tutorial Summary 

The commands we have worked through so far will create a complete scenario. 
Of course, the country isn't all that large, but there should be no problems in 
creating a complete land. The other scenario elements that can be edited are 
explained later. 


6. GAME COMMANDS EXPLAINED 
(a). The SSG Menu 
About Scenario Builder 

This command displays the version number of the Scenario Builder and 
information about the memory usage of the program. 
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(b) . The Scenario Menu 
Create 

Makes a new scenario, including its sub directory and all necessary files. Only 
use this command at the very start of the scenario creation process, as it will 
not save any current work. If you have current work and wish to save it, use 
the Save As command. 

Save 

This command saves an already named scenario. 

Load 

Loads an existing scenario. 

Save As 

Saves a scenario under a new name. This procedure creates all the necessary 
scenario files and the sub directory to hold them. Any current work will be 
saved as part of the new scenario. 

Delete 

Deletes all scenario files and the sub directory that held them. 

Clear 

Clears the map. 

Quit 

Exits the Scenario Builder. 

(c) . The Command Menu 
Capitals 

The Capitals command allows you to nominate a capital city for each side in 
the scenario. Each side that is actually playing in a scenario must have a capital 
nominated for the scenario to work. Click on a side name and then click on a 
city to make that the capital for that side. 

Sides 

The Sides command allows you nominate which sides will actually be playing 
in a scenario. To include a side, click in the Used check box. A side s name can 
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edited by clicking on the name and changing it. The arrow buttons set the 
amount of gold that a side starts with. 

Scenario 

This command allows you to set the salient details of a scenario. The Import 
Picture allows you to replace the default picture of a scenario. The picture to 
be imported must be in the WARLORD2 directory. The Default Picture button 
chooses the standard picture. 

A scenario can also be Locked or Unlocked. A locked scenario can't be saved 
over until it is unlocked. Any scenario created by the Save As command is 
created unlocked. 

The Terrain Type field shows the name of the terrain type used in a scenario. 
Creating new terrain types is a very involved and lengthy process calling for 
great artistic skill and is outside the scope of the Scenario Builder. Once SSG has 
created a terrain type and released a scenario that uses it, you will be able to 
use that terrain type in scenarios of your own making. 

To choose from the available terrain types, click on the terrain type field. 

The List Name is the name of the scenario as it appears in the scenario list 
shown in the Load command. The length of that name is not limited by DOS 
restrictions. The Description field allows you to edit the scenario description 
that appears in the Load command in Warlords II. 

Items 

The Items dialog allows you to edit the names, powers and bonuses of all the 
magic items in the game. Items can only be used by heroes and can do the 
following. 

Add to a hero's battle strength (small hero icon). 

Add to the combat strength of a group (flag icon). 

Allow a group to fly (wings icon). 

Double a group's movement (legs icon). 

Add to the income of every city owned by a side (gold icon). Where a level is 
appropriate, the bonus can be +1, +2 or +3. 

Fig 8 shows some useful items. 
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Fig8 


Hero Names 

Each side in a scenario can have its own list of hero names. Click on a side and 
edit the names. Specifying Male or Female selects the picture to appear in the 
hero dialog. Injudicious editing of this list could destroy a lot of friendships, 
so take care. 

Scenario Info 

The Scenario Info command is your chance for immortality. The Designer (s) 
field is for listing the names of the creators. The Notes field is their chance to 
describe their creation to the rest of the world. 

Monsters 

The Monsters menu allows you to edit the names and strengths of the creatures 
that guard ruins. The minimum strength is one and the maximum strength is 
nine. 
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(d). The Map Menu 
Clear Map 

This command allows you to set large amounts of the map to a particular 
terrain. Click on the type of terrain that you want to clear to and select the area 
to which the new terrain will be applied. The area can be the Whole Map, 
Screen Only or Section of Map. 

This command should used with some care. The Whole Map command means 
the entire map area, not just that covered by land. Also the Overview Map will 
not change after one of these commands until the Remap command has been 
chosen (see below). 

Remap 

The Warlords II Scenario Builder does not remap the Overview Map to reflect 
changes made on the Playing Map until this command is issued. This is 
because recalculating the Overview Map takes an appreciable period of time, 
even on very fast machines. 

This means that it is quite usual for the Playing Map to be showing one thing, 
while the Overview Map shows something completely different. Just remem- 
ber that the Overview Map is always derived from the Playing Map, so any 
discrepancy in the display can't cause any problems or data changes. It will be 
up to you to decide how often you wish to remap the Overview Map. 

Smooth Screen 

This is the most useful command in the creation process. It applies the 
smoothing routines to the section of the map currently displayed on the 
Playing Map. With this command, you can lay down slabs of terrain and then 
have the computer quickly and easily smooth them out. 

You will notice that the smoothing routines take care of creating all the 
interfaces or transitions between terrain types, including coastline. They also 
vary the tiles in large blocks of terrain to create some variation in appearance 
and prevent the formation of regular patterns. You can rely very strongly on 
the aesthetic choices of these routines. After all, that's what we did when we 
created the scenarios in Warlords II. 
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Fig 9 


This command will only apply the smoothing routines to that part of the map 
which is on the screen. However, extra detail will still be lost, so use this 
command carefully. 

Smooth All 

This command is very powerful, as it applies the smoothing algorithms to the 
entire map, not just the portion showing on the Playing Map. The routines will 
alter any tiles that you have individually placed and a dialog warns you of this 
fact when you use the command. Use this command with care. It is best used 
at the start of a creation process to get a map into a working state. 

Edit All 

The Edit All command provides yet another way for you to quickly and easily 
create an Overview Map and from that generate a Playing Map. The display 
shows a translation of the Overview Map using solid colors to indicate the 
different terrain types. On the right of the display, there are a series of buttons 
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showing the different terrain types. Fill and Clear buttons and icons for 
choosing button size. 

To create the Overview Map, select a terrain type and paint away. Fig 9 shows 
England created in the Edit All dialog. 

NOTE. Hitting the OK button in this dialog will cause the entire Playing 
Map to be smoothed and the Overview Map to be recalculated. Again, 
this will mean that any individually placed tiles will be lost, so use this 
command with care. 

Import Map 

This function allows you to create an entire Playing Map from an Overview 
Map that has been created in a paint program. It is an excellent method for 
getting an outline of a country and even its interior terrain into the machine. 

The Import command expects a .PCX or .LBM file of a certain size. The easiest 

way to make a file for import is to edit the file EXAMPLE.PCX or 

EXAMPLE.LBM included with the editor. / 

111 . y 15 *> 

The Import function expects a 16 color file in-64€br48© resolution. It interprets 
this file by translating certain palette numbers into terrain on the Playing Map. 
The translations are as follows. 

Color #1 = Plains 
Color #2 - Water 
Color #3 = Forest 
Color #4 = Hills 
Color #5 = Mountains 
Color #6 = Marsh 
Color #7 = Road 

Note that the import function does not care what colors you use to create the 
file. It simply looks at the number of the color in the palette. You should be 
aware that some paint programs, no doubt thinking themselves extremely 
clever, will rearrange the palette order to suit themselves. They then alter your 
document so that it looks the same on the screen. 


24 



Any program doing this will produce totally unusable results in the Import 
function. It is sometimes possible to persuade these programs not to re-order 
the palette. 

(e) . The Random Menu 

Ever mindful of the comfort and welfare of our customers, SSG has provided 
a number of routines which take care of some of the less important scenario 
creation details such as Cities, Signs and Ruins. The commands will either 
operate on all of these items or only those that haven't been edited yet. 

All /Random Cities 

Either All Cities, or those Unnamed, will be given a random name, production 
and income. 

All /Unnamed Ruins 

Either All Ruins, or those Unnamed, will be given a random name and 
description. 

All/Unnamed Signs 

Either All Signs, or those Unnamed, will be given a random message. 

(f) . The Army Menu 
Create Army Set 

Unless otherwise instructed. Warlords II scenarios will use the armies that 
came with the original game. The Scenario Builder allows you to create different 
army sets. These can be associated with a particular scenario. The Create Army 
Set command allows you to name a new army set. Its data will initially be 
identical to the current army set but can be edited as explained below. 

Edit Army Set 

The Edit Armies dialog allows you to change any army characteristic. To edit 
a particular army, click on its icon from the army display at the bottom of the 
dialog. Fig 10 shows a particularly unprepossessing army being edited. 

The editable characteristics are as follows. 

Name. The name of the army. 

Strength. The combat strength. 
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Fig 10 


Move. Movement allowance of the army. 

Time. The time in turns that it takes to produce. 

Cost. The cost in GPs to produce a new army of this type. 

New. The cost in GPs to buy the capacity to produce that army. 

Ally. Is the army eligible to be an ally that offers to join heroes after ruins have 
been explored? This is usually reserved for powerful army types. 

Temple Ally. Is the army eligible to be an ally offered as a reward for a 
successful quest or as allies from a site revealed by a sage? This is usually 
reserved for the most powerful armies. Remember, these armies must be able 
to fly! 

Move Bonus. An army can have either a woods bonus, a hills bonus, a woods 
and hills bonus or a fly bonus. Or no bonus at all. The woods and hills bonuses 
are to move at the plains cost through those terrains. The fly bonus is to move 
at 2 MP per square over all terrain except road, which costs flying armies 1 MP. 
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Combat Bonus. The combat bonuses are assigned in three parts. These can be 
thought of as Type, Scope and Level. For instance, in the standard army sets. 
Spiders have a bonus of Type = Strength, Scope = Cities, and Level = +2. That 
is. Spiders are +2 to their own strength when attacking or defending a city. 

(i) . Type Options 
None. No Bonus. 

Group. Bonus applies to this army and all armies grouped with it. 

Siege. Bonus cancels all city defence bonuses of the enemy stack. 

Cancel Non-Hero. The bonus will cancel all non-hero bonuses of enemy 
armies in combat. Does not cancel city defence bonuses. 

Strength. The bonus increases the strength of the individual army. 

Enemy. The bonus decreases the strength of all enemy armies in combat. 

Cancel Hero Bonus. The bonus will cancel all hero bonuses for the enemy 
armies in stack. 

Fortified. Bonus acts like a city bonus, i.e. adds to the strength of all armies in 
a stack when they are the defending side. 

(ii) . Scope Options 

The bonus can apply on Plains, Forest, Hills, City or all terrain types. 

(iii) . Level Options 
Bonus levels range from -3 to +3. 

NOTE. Heroes constitute a special type of army. You can change their 
strength and movement allowance, but all other aspects of their perform- 
ance are taken care of by the special rules for heroes. 

Edit Picture 

As well as editing army characteristics, you can also edit the army picture. 
Click on the Edit Picture button to bring up the Edit dialog. Fig 11 shows the 
dialog. 

The main part of the display shows a pixel by pixel display of the army picture. 
You can edit this using the color palette on the left of the display. 

There are two special colors shown at the bottom left of the dialog. The 
Uniform color is the color that will be replaced by the side color to make the 
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Fig 11 


picture into an army for a particular side. In the example shown in fig 11 the 
sides are distinguished by the color on the figure's shield. 

In the main part of the display, this part of shield is painted in the uniform 
color. Looking at the right side of the display we can see all the variations on 
the figure as they will appear in the game. 

The Background color is a transparent color which will not be shown on the 
screen when the army picture is used onscreen. The appearance of the army 
picture for each side, plus neutrals and an army shadow, is shown on the right 
hand side of the dialog. 

The copy command will allow you copy another army picture to the current 
army. 

The right side of the dialog shows how each of the nine army pictures will look 
along with the shadow outline of the army. At the top of the display are two 
buttons marked All or One. 
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If the All option is chosen, changes made in the main picture editing screen will 
affect all nine army pictures. 

If the One option is chosen, changes made in the edit screen will only affect a 
single army picture. The picture being edited is indicated by a small white dot 
next to the army icon. To change the current army, click on its picture on the 
right hand side of the display. Editing single army pictures is particularly 
useful as means of further distinguishing between the red and black sides 
which often need extra attention. 

Save Army Set 

Once you have finished editing your Army Set, use this command to save the 
Set. The Save command will use the name of the current Army Set. Make sure 
you use the Create Army Set command first to give it a new name. 

Use Army Set 

This command associates a particular Army Set with the current scenario. The 
dialog will show all possible Army Sets. 

Edit Boat Picture 

The characteristics of boats are fixed in Warlords II. However, you can edit their 
pictures to make the boat icons fit in with the rest of your army. This command 
brings up a picture editing dialog that works in exactly the same fashion as the 
army picture editing dialog. 

(g). The City Menu 
Create City Set 

Different city pictures are collected in sets just like armies. To name a set, you 
must use the Create City Set command. 

Edit City Set 

The editing process for cities works much like those for armies. Fig 12 shows 
the dialog. Cities have a background color, like armies, that won't be displayed 
on screen. Below the color palette is a set of three buttons. These choose 
whether you will be editing the city, the razed city or the tower picture for the 
current side. 

To change the current side, click on the colored shield for that side. 
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Fig 12 

Save City Set 

Once you have finished editing your City Set, use this command to save the 
Set. The Save command will use the name of the current City Set. Make sure 
you use the Create City Set command first to give the set a new name. 

Use City Set 

This command associates a particular City Set with the current scenario. The 
dialog will show all possible City Sets. 

(h). The Shield Menu 
Use Shield Sets 

Shield sets cannot be edited. However, if SSG defines a different shield set, it 
will be available for use in your own scenarios and may be chosen through this 
menu. 
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(i). The Scenario Builder and DOS 

Although we have done our best to make the Scenario Builder easy to use, it still 
has to co-exist with the DOS world, especially in making scenarios for others 
to use. All the commands listed below must be run from the WARLORD2 
directory. 

In order to use scenarios created by the Scenario Builder, a user must have 
version 1.3 (or a more recent version) of Warlords II. 

7. THE PACKSCEN ROUTINE 

The PACKSCEN command takes an entire scenario, compresses all the files 
and bundles everything into a single file for easy transmission. To use the 
command, type: 

PACKSCEN <scenario-name> [RETURN] 
where <scenario-name> is the name of the directory containing the scenario 
you wish to compress. 

For example, the command 

PACKSCEN DRAGON [RETURN] 

will take the scenario in the DRAGON directory and compress it into a single 
scenario file. 

There are two options; -a which means that the army pictures will not be 
included, and -c means that the city pictures will not be included. If these are 
omitted, the standard sets will be used allowing the compressed scenario to be 
smaller. 

For example, the command 

PACKSCEN -a -c DRAGON [RETURN] 

will take the scenario in the DRAGON directory, without army or city pictures, 
and turn it into a single file. 

Packed Warlords II scenario files have the suffix .SZP. They are already 
compressed, so there is no point in try to compress them further. 
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8. THE ADDSCEN ROUTINE 

The ADDSCEN command takes a scenario that was compressed with the 
PACKSCEN command and adds it to the Warlords II game. It will then be 
available for play and for further editing. To use the command, type: 

ADDSCEN <scenario-name> [RETURN] 

where <scenario-name> is the name of the scenario created with PACKSCEN. 
These files have names ending in .SZP. 

For example, the command 

ADDSCEN DRAGON [RETURN] 

will take the DRAGON.SZP file and install it as a scenario in the Warlords II 
directory. 

9. THE DELSCEN ROUTINE 

The DELSCEN command will delete an entire scenario from the WARLORD2 
directory. To delete a scenario type: 

DELSCEN <scenario-name> [RETURN] 

For example, the command 

DELSCEN DRAGON [RETURN] 
will delete the DRAGON scenario. 

10. SCENARIO LIMITATIONS 

The Scenario Builder will be unable to handle more than 100 scenarios, 30 Army 
Sets and 30 City Sets due to memory limitations. 

You must use the ADDSCEN and DELSCEN utilities to add or remove 
scenarios. If you use DOS functions to delete a scenario directory, the name of 
the scenario will still appear in the scenario dialogs. Do not ever use RENAME 
on .SZP files. 

Do not delete the Erythea scenario as the random map routines use this 
scenario as a template. If you delete the scenario, no random map creation will 
work. 
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A good way to test a scenario is to set all players to computer Warlords and let 
them battle it out. When the game is over, have a look at the history report. If 
a player's GPs have plunged to zero, or if they were too inactive, then the 
armies were probably too expensive. 


11. TROUBLE-SHOOTING 

AND TECHNICAL SUPPORT 


The writer of this manual also handles many of the customer support queries, 
so please heed this extra special plea to read this section before you contact us. 

It is a fact of life that no program of any reasonable size can hope to run first 
time, every time on all possible target machines. Here at SSG, we are just as 
interested as you are in clearing up any problems. 


To make that process as quick and painless as possible, we need your help. 
When contacting SSG customer support, please make all of the following 
information available in your first message. 

Your name and postal address. (Often problems can be solved just by posting 
a patch disk). 

The type of computer you are using. (This is very important, but so many 
people assume that we know what they know. We don't, unless they tell us). 

The version of the program found under the About menu, plus any other 
diagnostic information displayed there. (The problem may already have been 
fixed, but we can't be sure what to do if we don't know the version number of 
your program). 


The amount of free DOS memory available in your machine when you go to 
run the program. Also the amount of EMS or XMS memory available. In DOS 
5.x or DOS 6.x, you find this out from the MEM command. (Lack of memory 
is still the greatest cause of program problems). 

The version of DOS you are running. 

The type of sound card or cards you are using and whether our installation 
program detected them properly. 

As much detail as possible on the problem. Write down any messages or 
numbers that appear on the screen, and try a few experiments to see if the 
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problem is linked in any way to specific events. (Saying that it does not work is 
not a great help. Please be as specific as possible). 

You may also be asked to supply a listing of your AUTOEXEC.BAT and 
CONFIG.SYS files, so please be prepared for that eventuality. 

There are some things you can try on your own. Read the README file. 
Information to solve your problem may already be in your directory. 

Free up more memory. The minimum memory required is always listed in the 
README file, but usually more is better. Freeing up memory below 640K may 
solve the problem. 

Turn off the sound. Sound is another major cause of incompatibilities and 
problems. Run the INSTALL program again and choose the No Sound 
option(s). If this makes a difference, you will be able to use the program and 
we will have a very important clue for our bug (er... feature) finding. 

12. ON-LINE SUPPORT 
VIA COMPUSERVE 

For on-line support of Warlords 11 Scenario Builder via CompuServe, call toll- 
free on 1-800-524-3388 and ask for Representative #574 to get your free 
introductory membership and $15.00 usage credit. 

If you are already a member of CompuServe, type the command GO G AMDPUB 
at any ! prompt to reach SSG's support section (Section 4), or contact our 
technical support department on 72662,3471. 

13. NETWORK SERVICES 

Network services, like CompuServe, are the best way to get technical support. 
There's no hanging on the telephone, and problems can be sorted out with a 
minimum of fuss, and a maximum of convenience. 

A patch file may be all that is required to fix a problem, and these are easily and 
quickly downloaded. Networks also offer contact with other game users, who 
can provide game tips, suggestions and encouragement. 

Outside of game support, there is a whole new on-line world to explore, and 
SSG encourages you to get connected, and join in. 
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14. ADDRESSES 


IN NORTH AMERICA 

Strategic Studies Group Inc. 

P.O. Box 30085 

Pensacola, FL. 32503-1085 

Tel (904) 469-8880 

Fax (904) 469-8885 


ELSEWHERE 
Strategic Studies Group P/L 
P.O. Box 261, Drummoyne 
NSW. 2047. AUSTRALIA 
Tel (02) 819-7199 
Fax (02) 519-3397 


CompuServe: 72662,3471 
Genie: SSG 

AppleLink: AUST0161 

INTERNET : gwhiley@extro.ucc.su.oz.au 
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